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Endless summer 


nce upon a time, summer was the 

worst time to be a gamer. Sure, 

if you were young enough, you 
might have time off from school, meaning you 
could while away entire days exploring virtual 
worlds, if you wanted. But the summer months 
were all but dead when it came to major game 
releases, save for a handful of sports games 
that launched like clockwork each year. With 
E3 in the rearview mirror, even news about 
upcoming games tended to slow to a crawl. 

You don't need to look any further than 
the Five to Play section of this very issue to 
see how much that’s changed. Sure, Mad- 
den NFL 20 may be a holdover from the old 
days, but joining it among the new releases 
we're highlighting are some decidedly major 
games. By the time you read this, Fire 
Emblem: Three Houses and Marvel Ultimate 
Alliance 3: The Black Order will have launched 
for Nintendo Switch, and Wolfenstein: Young- 
blood will have landed on all major consoles. 
All three games are sequels to big franchis- 
es—heck, depending on your definition, you 
might count Ultimate Alliance 3 as part of the 
biggest media franchise of all time—and all 
three came out in July. 

More than ever, gaming has become a 
hobby you can enjoy year-round, Not only 
are major releases spread more evenly 
throughout the year, with hits arriving in 
fall, winter, spring, and summer, but the 
games have longer lifespans, too. If you find 
an online game you truly love—say, Rocket 


League, Apex Legends, or Fortnite—there'’s a 
good chance it'll get big updates throughout 
the calendar years after launch. 

The summer gaming doldrums are a thing 
of the past. Actually, maybe itd be better to 
say that every month feels like summer now: 
full of adventure and opportunities to travel to 
new places from the comfort of your couch. 

The rest of this issue beautifully illustrates 
that new status quo. We didn’t even plan 
it, but our cover story and previews feature 
games due out across four different months 
in the latter half of this year. First, in August, 
Control will introduce the world to a clandes- 
tine government agency tasked with keeping 
allid on the paranormal. Then, in September, 
Xbox owners can head back to Sera in Gears 5 
to uncover the next chapter of Kait's story. At 
the start of October, Tom Clancy's Ghost Recon 
Breakpoint will thrust players into a fight 
for survival on a tropical island. Finally, in 
November welll get the Switch’s long-awaited 
Pokémon Sword and Shield and the id Soft- 
ware sequel Doom Eternal. (Careful not to get 
those games mixed up, too. Trust us when we 
say you really don't want to take on a horde 
of demons armed with only a Jigglypuff) 

Fora year-round look at the latest, the great- 
est, and what's next, be sure to keep reading 
Walmart Gamecenter, the magazine that keeps 
you at the center of al things gaming. 
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GAMING NEWS, NUMBERS & GOSSIP 


Nintendo reveals 


the Nintendo Switch Lite 


hen the Nintendo Switch 
launched a little over two years 
ago, it promised a revolution 


in how we play video games. Combining the 
legacy of Nintendo's previous console and por- 
table efforts, the Switch is a device that could 
fill both of those roles at once, At home, the 
Switch is a powerful gaming system perfect for 
modern HD televisions; on the go, it’s the most 
advanced and versatile handheld the world 
has ever seen. 


As good as the Switch is at serving a variety 
of functions, it hasn't been able to fully replace 
Nintendo’ line of dedicated portables in the 
Nintendo 3DS and Nintendo 2DS. For anyone 
who has hoped for a Switch that was smaller, 
more portable, and built specifically to be a 
handheld, Nintendo now has just the answer. 
It's name is the Nintendo Switch Lite, a new 
device that shrinks all of the power of the 
standard Switch down into a more compact 
and affordable piece of hardware. For those 
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who prefer their gaming on the go, the smaller 
size of the Switch Lite will mean that it’s even 
easier to take with you. The Switch Lite will 
come in three new colors—turquoise, gray, 
and yellow—letting you take on the latest and 
greatest games with added style. 

Of course, there are some trade-offs in 
shrinking the Switch down into a more 
compact unit. The Switch Lite’s controls are 
fully integrated into its body, meaning that 
you won't be able to remove the Joy-Cons to 
use as separate controllers like on the regular 
Switch. And the 
Switch Lite can’t 
be connected 2 
toa television, 
asit's meant 
to be a dedicated handheld gaming device. 

So, the Switch Lite will in no way replace the 
regular Switch, serving instead as an additional 
option for enjoying the ever-growing library of 
games for the platform. 

“Adding Nintendo Switch Lite to the lineup 
gives gamers more color and price point 
options,’ said Nintendo of America President 
Doug Bowser as part of the announcement. 
“Now consumers can choose the system that, 
best suits how they like to play their favorite 
Nintendo Switch games.” 

The Nintendo Switch Lite is set to launch 
in North America on September 20, 2019. To 
make sure you get your own, you can pre- 
order now on Walmart.com or head to your 
local Walmart store on launch day. 
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GAMING NEWS, NUMBERS & GOSSIP 


Next Gran Turismo already 
in development 


Given that it currently stands as the 
PlayStation’s highest-selling and longest- 
running brand, there's no surprise that 
a new entry in the Gran Turismo series 
would already be in development. Still, 
it’s always nice to get confirmation, which 
is exactly what series creator Kazunori 
Yamauchi gave to the racing enthusiasts 
at Gran Turismo fansite GT Planet recently. 

Speaking to the site, he talked about 
the franchise's most recent chapter, GT 
Sport, and the strides that entry made 
in its physics engine and multiplayer 
options. At the same time, however, GT 
Sport lacked the stronger focus on single- 
player content that previous Gran Turismo 
releases offered. 

Yamauchi pointed out that while he 
typically doesn’t go back to those older 


Gran Turismo games, some of the younger 


members of his development team had 
convinced him to do so, and that he'd 
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MONSTER HUNTER WORLD: 
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been reacquainting himself with the solo 
content they featured. Perhaps in part 
thanks to that, Yamauchi’s hope for the 
next Gran Turismo is something that will 
combine the past, present, and future of 
the series into a complete experience. That, 
no doubt, is the hope of longtime series 
fans as well. 
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Cartoon- 
homage 
Cuphead now 
becoming a 
cartoon itself 


Among the many great things about Stu- 
dio MDHR's brutally difficult yet beloved 
video game Cuphead was its gorgeous 
graphical style. Thanks in large part to 
hundreds of hand-drawn stills, the game's 
visuals resembled classic animated shorts 
from the 1930s. 

It’s funny, then, that those characters 
and settings intended to look like a 
cartoon will soon be the inspiration for an 
actual cartoon. In a joint venture between 
Netflix and King Features Syndicate, a new 
animated series titled The Cuphead Show! 
will be heading to the streaming service. 

The Cuphead Show! will focus on Cup- 
head and his brother Mugman. The duo 
will have a host of comedic misadventures 
in their home of Inkwell Isles, no doubt 
running into other familiar characters 
from the game, as well as potentially some 
all-new friends (and enemies). A variety 
of names from the world of animation are 
contributing to The Cuphead Show, includ- 
ing co-executive producers Dave Wasson 
(Mickey Mouse Shorts) and Cosmo Segurson 
(Rocko's Modern Life: Static Cling) 

To pick up some Netflix gift cards to 
get ready for Cuphead and Mugman‘s ar- 
rival, or to check out other great Cuphead 
products, visit Walmart.com or your local 
Walmart store. 


The EarthBound 
sequel that could 
have been 


In the long history of role-playing games, one 
name stands out due to both its place in the 
hearts of fans, and its long, at times complicated 
development history: EarthBound. 

For those who love Nintendo's quirky RPG 
series about everyday people who must rise 
against extraordinary challenges, the struggles 
of its previous chapter have long been known. 
The original game—known as Mother in its 
home territory of Japan—wasn't released to the 
rest of the world until EarthBound Beginnings hit 
the Wii U Virtual Console 26 years later. Mean- 
while, EarthBound's sequel, Mother 3, was origi- 
nally in development for the Nintendo 64, only 
to be completely reworked and finally released 
10 years later on the GameBoy Advance. Well, 
released in Japan that is, as Mother 3 remains 
stuck there to this day. 

What fans didn’t know, however, was that yet 
another idea for a new EarthBound game once 
existed, one that would have taken the series in 
avery unique direction. 

That revelation came thanks to Yasuyuki 
Honne, a Japanese director who formerly 
worked at Bandai Namco, and who is now at 
Xenoblade Chronicles 2 developer Monolith Soft. 
In speaking about an upcoming book created 
to honor the legacy of Nintendo's late president 
Satoru Iwata, Honne casually revealed that he 
had spoken to Nintendo about his ideas for a 
new game in the series. 

Honne's story began as he recalled his first 
meeting with both Iwata and EarthBound 
director Shigesato Itoi during the summer of 
2003. At the time, Honne was working on the 
GameCube RPG Baten Kaitos, and conversation 
about his own project lead to the reveal that 


Nintendo was contemplating potential plans 
for EarthBound’s next chapter. Honne explained 
that he was very excited about coming up with 
some ideas for the visuals of such a game, and 
got to work crafting a few concept“screenshots” 
using real-life materials such as felt and cloth. 

Unfortunately, Honne didn't quite get the 
reaction he had hoped for. After showing off his 
creations to the duo, Itoi immediately became 
suspicious that Iwata had set up the two men 
meeting specifically so that Honne could give 
his pitch. While nothing ended up coming from 
the conversation, Honne noted that Itoi did end 
up expressing his appreciation for the unique 
take on what could be done with EarthBound, 
along with the sense of 1980s America that 
those mock screenshots represented 

Of course, Nintendo and Itoi would go on 
to create a new EarthBound game, as Mother 3 
hit three years later on the GameBoy Advance 
instead of the GameCube. Still, it’s hard not to 
wonder what the game could have been like 
had things turned out differently, and Honne’s 
unique spin been realized. 
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New Super 
Lucky’s Tale 
makes the 
jump to Switch 
this fall 


Back in the '90s, platformers with 
cartoon animal heroes used to be some 
of the most common games around— 
and they've been making a comebac! 
Banjo and Kazooie are coming to Super 
Smash Bros, Ultimate, Crash Bandicoot 
has gotten the remaster treatment, 

and newcomers like Yooka-Laylee are 
tapping into our nostalgia for the era 

Another of the characters 
spearheading this revival is Lucky, the 
adorable fox who starred in the 3D 
platformer Lucky’s Tale for the Oculus 
Rift and its sequel, Super Lucky's Tale 
for Xbox One. Now, our vulpine hero 
is extending his platform-hopping 
streak with New Super Lucky’s Tale, an 
expanded version of the previous game 
coming to Nintendo Switch. 

Developer Playful Studios is 
expanding the experience by 
reimagining existing levels, adding 
completely new ones, and overhauling 
the controls to make them even tighter. 
Just about every aspect of the game will 
get an overhaul, from art and lighting to 
dialogue and music. Best of all, since the 
game is coming to Switch, you'll be able 
to play it at home or on the go. 

New Super Lucky’s Tale will arrive on 
Switch November 8. Get your copy on 
Walmart.com or at your local Walmart 
store. 
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MICHAEL YOUNG, CREATIVE DIRECTOR, EA TIBURON 


“The biggest changes you'll notice right away [about Madden NFL 20] are'Superstar X-Factors’ 
and ‘Face of the Franchise’ ‘Superstar X-Factors’ are special abilities that really set elite NFL 
players apart and make them feel like truly dominant forces out on the field. Players like Tom 
Brady and Aaron Donald finally feel like the game-changing talents they are, and that alone 
adds a new layer of strategy, variety, and authenticity to all modes of play.’Face of the Fran- 
chise’is our new career campaign where you'll create a quarterback, play through the College 
Football Playoff and the Scouting Combine, then get drafted and try and earn a starting spot 
‘onan NFL team. Every choice shapes your character and how well you play defines where 
you end up on Draft Day. We took a lot of inspiration from [L.A. Chargers quarterback] Cardale 
Jones’ college career at Ohio State.” 
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FIVE to PLAY 


NEW GAMES YOU DON’T WANT TO MISS 


WOLFENSTEIN: YOUNGBLOOD 


JERK GUSTAFSSON, EXECUTIVE PRODUCER, MACHINEGAMES 


"19 years have passed since BJ. and the gang ignited the second American revolution at the 
sndot walntat The New Colossus. You play as either of B.J. and Anya’s twin daughters, Jess 
or Soph, who've been trained by their parents for the day when they'd have to fight for their PUBLISHER BETHESDA SOFTWORKS 
lives. When BJ. goes missing during a covert mission in Europe, his daughters set out to find DEVELOPER MACHINEGAMES IN 
their father in Nazi-occupied Paris. As with the story, many of the gameplay changes are a PARTNERSHIP WITH ARKANE STUDIOS LYON 
result of our decision to introduce co-operative gameplay. For example, both sisters have a PLATFORMS XBOX ONE, PS4, SWITCH, PC 
certain amount of shared lives that can be used up if you get killed. Then there's ‘Pep Signals; RELEASE DATE 07.26.2019 
inspirational emotes that boost both you and your sister with powerful buffs and advantages. 

Our ambition was also to mirror the single-player experience as much as possible, which is 

why your Al sister feels like a true friend and companion.” 
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BORDERLANDS 3 


KEVIN POWELL, SYSTEMS DESIGNER, GEARBOX SOFTWARE 


“Borderlands 3 takes place seven years after Borderlands 2. In it, four new Vault Hunters team up 
with fan favorites and new allies to stop The Calypso Twins, a pair of super-obnoxious cult leaders 
who are working to unite the bandit clans into a single fanatical army. Their goal is to locate and 
open all the Vaults in the galaxy in order to obtain ultimate power—even if it leads to the destruc- 
tion of the galaxy. At its core, Borderlands 3 is still a Borderlands game. But we also want to improve 
upon that foundation. To that end, we're introducing our most powerful and customizable Vault 
Hunters ever. All four are wildly different, with unique skills, abilities, and playstyles, We've added 
new traversal options, alternate firing modes for most guns, and better options for co-op includ- 
ing ‘loot instancing; which means you don't have to argue with friends over who gets what.” 
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MARVEL ULTIMATE ALLIANCE 3: 
THE BLACK ORDER 


Having watched the Avengers take down Thanos in movie theaters, it’s now time for you to do 
aa 

the same from the comfort of your own home—or while gaming on the go. Your choice. In this 

Diablo Ill-esque action-packed adventure game—not to be confused with next year’s Marvel's PUBLISHER NINTENDO 

Avengers—the X-Men, Guardians of the Galaxy, and, yes, Avengers have to team up to stop the DEVELOPER TEAM NINJA 

Mad Titan and the Black Order in an epic story written by comic book guy Marc Sumerak (Marvel PLATFORMS SWITCH 

Adventures: Spider-Man, Avengers & Power Pack Assemble). Though unconnected to the previous RELEASE DATE 07.19.2019 


Alliance games, Black Order does feature the same kind of depth, fast combat, and huge cast of 
playable characters, each with their own attacks and abilities. It also supports both online and 
couch co-op, but adds a new, tighter perspective that will bring you even closer to the action. 
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FIRE EMBLEM: THREE HOUSES 


“Fire Emblem: Three Houses puts you in the role of a professor who teaches a diverse class of stu- 
dents at the prestigious Officers Academy. After selecting which House to lead, you will guide and 
train the students in their academic lives, as well as command them on the battlefield, This game 
is similar in style and scope to previous games in the series, but with the ability to choose your 
House, and each House featuring a new and diverse cast of characters, your story unfolds in com- 
pletely different ways based on the House you choose at the beginning. In addition to the classic 
turn-based tactical gameplay, your protagonist can also now freely explore the monastery and the 
Officers Academy on weekends, as well as teach and train students in the setting of a prestigious 
‘Academy on weekdays, creating an emotional bond between you and all the characters.” 
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THE FUTURE IS SOON 


EVERYTHING WE KNOW ABOUT THE NEXT GENERATION 
OF CONSOLES FROM SONY AND MICROSOFT 


BY JOSH HARMON. 


aybe we're showing our age, but 
it feels like just yesterday that 
the PlayStation 4 and Xbox One 


entered our lives. Could we really already be 
gearing up for a new console generation? 
Well, according to Microsoft and Sony, the 


PLAYSTATION 


What will the next PlayStation be called? 
Right now, Sony is shying away from referring 
to its next console as the PlayStation 5, instead 
referring to it only as a “next-gen console.” 
Maybe there's a slim chance it'll be called 
“PlayStation Forever” or “PlayStation Infinite” or 
just plain “PlayStation” but let's be realistic: It's 
probably going to be the PlayStation 5. 


When will it launch? 
We don't know exactly when Sony plans to 
release its next console, but the company's 
confirmed that it won't be out before April 
2020. Sony's track record for console launches 
might provide some additional clues. The 
original PlayStation made its way stateside 

in September, the PlayStation 2 arrived here 
in October, and the PlayStation 3 and 4 both 
released in November. With that in mind, 
autumn 2020 seems the most likely launch 
window for the next PlayStation—assuming it 
doesn't slip into 2021. 


What are the next PlayStation’s tech specs? 
The next-gen PlayStation will feature a custom 
AMD chipset. The 8-core CPU will be based 
on the just-released Zen 2 architecture. The 
graphics processor will be based on the 
Radeon Navi line and will support 3D audio 
and real-time ray tracing, the latter being an 
advanced feature currently only available on 
the highest-end PC GPUs. 

All told, those specs will enable the new 
PlayStation to output at up to 8K resolution, 
or at 4K resolution at 120 frames per second. 


answer is a resounding yes. Both companies 
have already begun discussing their consoles’ 
successors in detail. Though a lot about the 
next PlayStation and Xbox remains shrouded 
in mystery, we know one thing for sure: We'll 
be gaming on a new console generation 
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Depending on when the console launches, 
we might still be waiting for the average TV to 
catch up. 

One other feature Sony is touting strongly 
is a specially designed solid state drive, which 
will allow games to load data much more 
quickly than ever before. According to Sony, 
this tech will actually allow game developers 
to design different and more ambitious game 
worlds without having to worry about the 
limiting factor of traditional hard-drive speed. 


Will it be backward compatible? 
You bet. Sony’s confirmed that the next 
PlayStation will play PS4 games. In fact, the 
company bragged about its ability to deliver 
substantial performance improvements on 
games played through backward compat- 
ibility. Sony recently showed off a demo of 
Marvel's Spider-Man loading up in under a 
second on the next-gen hardware, compared 
toa whopping 15 seconds on the PS4. 

The next PlayStation will also support the 
existing PlayStation VR headset. 

We've yet to hear anything official on com- 
patibility with any earlier generations. It may 
well be that the same differences in hardware 
architecture that prevented the PS4 from play- 
ing PS3 games are still a limiting factor. 


Will it still play discs? 

Yes. The next PlayStation will still support 
game discs in addition to digital downloads, 
so those of us who prefer amassing a physical 
game collection are in luck. 
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within the next 18 months. 

To get the hype train rolling, we've com- 
piled a brief guide on everything we know 
about the next PlayStation and Xbox, as well 


as the games we think are most likely to make 
the jump to next gen. 

What will the next Xbox be called? 

For the moment, Microsoft is just talking 
about the next Xbox using its codename, 
Project Scarlett. In fact, head of Xbox Phil 
Spencer has said he doesn't even know the 
final name yet. Given the bizarrely branded 
lineage of Xbox consoles so far—Xbox to 
Xbox 360 to Xbox One to Xbox One X—what 


Microsoft will end up calling this new system 
is really anyone's guess. 


When will it launch? 

Microsoft's announced that Project Scarlett 
will launch during the 2020 holiday season. 
Given that the “holiday” window usually 
means a launch before Black Friday, it's a safe 
bet the console will be out before the end of 
next November. 


What are Project Scarlett’s tech specs? 

If you've already read about the specs for the 
next PlayStation, get ready for a little déja vu. 
Project Scarlett’s hardware architecture will 
share a surprising amount with its biggest 
competitor. 

Scarlett will feature a system-on-a-chip 
designed by AMD. The 8-core CPU will be 
based on the Zen 2 architecture, while the 
GPU will come from the Navi line, with sup- 
port for ray tracing. In terms of resolution 
and frame rate, Scarlett will allow for output 
at up to 8K resolution and 4K resolution at 
120 hertz. 


THE MOST LIKELY GAMES 
FOR NEXT-GEN 


HALO INFINITE 
If there’s one game we can definitively say is coming to next-gen consoles, it’s Halo Infinite. 
Alongside its first public unveiling of Project Scarlett, Microsoft confirmed that Infinite will be a 
launch title for the system—though it'll still be coming to Xbox One, too. Given that developer 
343 Industries built a new engine from the ground up for this next chapter of Master Chief's 
story, it’s a safe bet the team will be working hard to squeeze every bit of graphical fidelity they 
can out of Scarlett. 


THE LAST OF US PART II 
Sony has a few first-party games that still haven't launched for PlayStation 4, and a few se- 
quels—like a follow-up to Horizon Zero Dawn—that are strongly rumored to be in development. 
But our vote for the most likely Sony game to make the jump to the next PlayStation is The 

Last of Us Part II. The first game in the series arrived at the tail end of the PlayStation 3 era and 
quickly made the jump to PS4 with The Last of Us Remastered. We anticipate the sequel follow- 
ing the same trajectory, 


CYBERPUNK 2077 
CD Projekt RED's hugely anticipated RPG shooter will be arriving on PlayStation 4, Xbox One, 
and PC next April, but that doesn’t mean it won't also come to next-gen. The studio is on record 
about having built the game with both current and future hardware in mind. It’ a safe bet 
Keanu Reeves would be even more breathtaking as Johnny Silverhand if he’s being ray traced in 
real time. 


FINAL FANTASY Vil REMAKE 


For the moment, Final Fantasy Vil Remake is only officially confirmed for the PlayStation 4, but 
Square Enix president Yosuke Matsuda has referenced the game being playable on the current 
and next generation of consoles. We also know that the remake is split into multiple parts, 

with the first arriving in March 2020. While Matsuda's comments could be a simple reference to 
backward compatibility, it’s reasonable to assume that later chapters might arrive once the new 
consoles are here—and that Square Enix would want the entire saga playable and looking its 
best on future consoles. 


CALL OF DUTY 
Call of Duty games arrive like clockwork each fall. While it’s unlikely that we'll see 2019's Modern 
Warfare reimagining come to next-gen, it’s all but certain that 2020's entry will span the genera- 
tion gap. The series has a long history of supporting new consoles, with Call of Duty: Ghosts 
arriving as a launch-window title on both PlayStation 4 and Xbox One. Given that fall release 
dates are confirmed or seem likely for both new consoles, the timing is ideal for history to 
repeat itself. 


The console will use state-of-the-art Will it be backward compatible? 


GDDR6 RAM and a solid state drive, both 
of which should improve performance and 
reduce load times. 

In other words, all the technical info we 
have on Scarlett so far is more or less on par 
with the next PlayStation. Points of distinc- 
tion may emerge as the companies make 
more specific figures public, but for the mo- 
ment it looks like the two next-gen consoles 
will be closely matched. 
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Microsoft has made a strong push for 
backward compatibility on the Xbox One, 

so it should come as no surprise that Project 
Scarlett will play Xbox One games, Xbox 360 
games, and original Xbox games. It’s a safe 
bet that every older title you can play on 
Xbox One will play on the next Xbox as well, 
but it's possible Microsoft may also have more 
ambitious plans in store—like making every 
game from previous generations playable. 
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Will it still play discs? 
Yes. Microsoft's confirmed that Project Scarlett 
will still feature an optical disc drive, despite 

the company’s increased focus on digital and 
cloud gaming, The launch of the disc-free Xbox 
One S All-Digital Edition sparked concerns Xbox 
might leave discs behind, but that’s not the 
case. Instead, Microsoft says it wants to give its 
users more choices in how they acquire games, 
and that physical discs are still the preference of 
millions of gamers around the world. © 
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>>» Exclusive to Nintendo Switch 


BY MICHAEL GOROFF 


ame developer Remedy Entertain- 
ment has a true stylistic voice. 
Whether it's the hardboiled Max 


Payne, the mysterious Alan Wake, or the time- 
bending Quantum Break, Remedy games 
always feel like Remedy games. Its games 
have a darkness around the edges, where 
the supernatural and surreal butt up against 
mundane reality and shake the foundation of 
what we know to its core. 
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Control, which launches at the end of 
August, is no exception. Remedy’s latest 
third-person action title features Jesse Faden 
(Courtney Hope), a young woman who visits 
a government agency known as the Federal 
Bureau of Control in hope of finding answers 
about her brothers disappearance years 
earlier. But when Jesse arrives at the Bureau's 
headquarters, the Oldest House, an other- 
worldly force known as the Hiss attacks the 


PUBLISHER 505 GAMES 

DEVELOPER REMEDY ENTERTAINMENT. 
PLATFORMS XBOX ONE, PS4, PC 
RELEASE DATE 08.27.2019 


building, With the agency’s acting director 
killed, Jesse must step into his role and find a 
way to contain the catastrophe. 

Remedy is no stranger to crafting high-con- 
cept game stories. Alan Wake’s plot centers on 
a horror novelist whose latest book is seeming- 
ly coming to life, while Quantum Break’s story 
involves an evil corporation stealing time- 
travel technology. Usually, for Remedy, this 
means coming up with a plot and characters, 


ABRIGHTER 
FUTURE 


Remedy has been making some of the 
most memorable games ever since the first 
Max Payne, but Control is the first original 
property that the studio itself owns, and 
this has given its creative minds more free- 
dom in developing the game. Whereas Alan 
Wake and Quantum Break were both games 
that Remedy was making for Microsoft, 
every decision about Control's gameplay, 
story, and design is coming from Remedy. 
That should excite fans of its previous 
games. 

It doesn’t hurt that Control's publisher, 
505 Games, has been almost completely 
hands-off in the game's development. 

“They've been fantastic” game director 
Mikael Kasurinen said about 505 Games. 
“They help with the logistics and the 
publishing side, and we get to focus on the 
creative side and do as much as we possibly 
can with that.” 


“We feel like we’re 
good at building 


these worlds, but we 
always do it after we 


created the story.” 
GAME DIRECTOR MIKAEL KASURINEN 


and then filling in the world, But according to 
game director Mikael Kasurinen, the opposite 
was true for Control. 

“We feel like we're good at building these 
worlds, but we always do it after we created 
the story,’ Kasurinen said. "So we're like, let's 
do it the other way around this time, and 
that’s how the Federal Bureau of Control— 
this strange organization that investigates, 
researches, and contains strange phenom- 
ena—came to be” 

From there, Kasurinen, Remedy founder 
Sam Lake, and other writers worked out what 
the main enemy would be—a mysterious force 


known as the Hiss that infects and changes 
humans, as well as the Oldest House itself 

turning against the player. That's really when 
the story started to take shape, with the idea 


of the player taking on the role of the director 
of the Federal Bureau of Control. 

“At the same time, we felt it was important 
that, because [the Oldest House] was such a 
strange place, the player kind of journeys into 
this experience together with the main charac- 
ter!’ Kasurinen said. 

That's where Jesse's weapon comes into 
play. Control only features one weapon— 
Jesse's service pistol, which belonged to the 
previous director and chooses Jesse as its new 
owner. 


“It’s an accident,’ narrative designer Brooke 
Maggs said of Jesse becoming the director, 
“but then everyone starts responding to her as 
the director because they know what holding 
the service weapon means, and so she has to 
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figure out that role because they're all looking 
at her now to deal with this supernatural force” 


WHAT A WAY TO Thankfully for Jesse, the director's service 
MAKE A LIVING weapon is more powerful than it looks. While 


it takes the form of a standard pistol, Jesse's 
weapon actually has several different firing 
modes that make it basically the Swiss Army 
knife of guns. With the press of a button, Jesse 
at the Oldest House for a good long while. can switch between a high-powered revolver 
That's probably why, as you'll notice, the round, a devastating shotgun blast, and more. 
staff there isn’t too surprised when the Hiss Another advantage of carrying a supernatu- 
ral weapon around is that you don’t need to 
scrounge for amma, since it recharges over 


Control follows Jesse's first day on the job 
as director of the Federal Bureau of Control, 
but everyone else has been an employee 


start to take over their friends’ minds. 
“The Bureau has been studying super- 

natural phenomena for a while, and they're time. 

within a place of power that is inherently Jesse's other weapon is, well, herself. Ina 

strange, so their tolerance for strangeness similar way to how the director's gun chooses 

is alittle bit higher,’ narrative designer her, Jesse will also encounter several objects of 

Brooke Maggs said power while exploring the Oldest House, and 
Game director Mikael Kasurinen expand- these will grant her new abilities that she can 


ed on the idea that the Bureau's employees use to fight the Hiss. Some of these abilities, 
like telekinesis, give her additional offensive 
power that she can rely on when her gun is 
recharging, while others can help her defend 
herself in a fight. One of our favorites is her 
shield ability, which lets Jesse psychically grab 
random junk from the environment and form 
it into a barrier that blocks incoming fire. 


know what they're getting themselves into 
when they sign up for the job. 

“It’s like people who work for the CIA,” he 
said.” You go there for a reason. Your heart 
is already into the kind of idea of what 


they're doing,” 


While it takes the form of a standard pistol, 
Jesse’s weapon actually has several different 


firing modes that make it basically the Swiss 
Army knife of guns. 
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FAMILIAR FACES (AND VOICES) 


If you're a fan of Remedy’s other games, then 
you might notice some familiar faces (or, at 
least, their voices) in Control. 

Courtney Hope, who plays Jesse, previ- 
ously starred as Beth Wilder in Quantum Break. 
In that game, Beth was driven by a vision of 
her future and fulfilling her own destiny by 
infiltrating Monarch Solutions and looking for 
a way to stop them from fragmenting time. In 

Control, Jesse's destiny 

is determined when she 

arrives at the Bureau 

and soon becomes its 

next director. Both char- 

acters share a similar 
drive to reconcile the past, and Hope portrays 
them with strength and determination. 

Jesse's predecessor, Director Zachariah 
Trench, dies early in the game, thrusting Jesse 
into the role of director. But Trench’s spirit will 


still show up through- 
‘out the game, aiding 
Jesse as she learns 
how to navigate the 
strangeness of the 
Oldest House. Fan 
with good ears for grizzled detectives with 
tragic pasts might recognize the person 
who plays Trench: It’s none other than Max 
Payne himself, James McCaffrey. 

Remedy’s other hero, Alan Wake, will 
also appear in Control—well, the actor who 
plays him, at least. Matthew Porretta, who 
voiced Wake, will play Dr. Casper Darling, 
the head of research at the Bureau. Right 
after the Hiss invasion, Darling mysterious- 


ly disappears. He obviously plays a major 
role in the game's events, but Remedy 
wants to keep the specifics a secret. 


Together, these abilities and her weapon 
make Jesse a powerhouse. That's good, because 
in Control, players are going to need to be much 
more aggressive than in previous Remedy titles. 

“One key thing gameplay-wise that we 
changed from our previous games is that there's 
no regenerative health’ Kasurinen said."You 
can't turtle up. You have to participate in the 
fight. Sometimes you have to go to the enemy 
to be able to survive, as weird as that sounds." 

Instead of regenerating health, players 
need to collect health from enemies they've 
defeated, not unlike in the “Glory Kill” system 
that made 2016's Doom such an adrenaline 
rush. It’ all about chaining together attacks, 
putting on pressure, and earning back that 
health, instead of just letting it recharge. 

“We wanted to have a sandbox feel to the 
combat/’Kasurinen explained. “There will be 
a lot of unpredictable moments, but what's 
really cool is that once you start to learn these 
abilities and your gun, and you master them, 
and then you get in these surprising situations 
and you improvise, you feel awesome when 
you pull it off. That's the feeling we want to 
create” 


Unlike every other 
title from the studio, 
Control isn’t a linear 
adventure. 


Combat isn’t the only way that Remedy is 
changing the script when it comes to design. 
Unlike every other title from the studio, Control 
isn’t a linear adventure, The Oldest House itself 
is an open-world environment, similar to Prey’s 
Talos | space station, and exploring its nooks 
and crannies will be necessary if you want to 
unlock all of Jesse's abilities. Likewise, that also 
means that Control will have side quests, and 
it won't hold your hand by giving you map 
markers to follow. 

Even though Remedy is making a lot of 
changes to its formula with Control, one aspect 
of the studio's games that will stay the same 
is the strong connection you feel with its 
characters. 

“Regardless of how powerful a character is, 
they're still interesting if ultimately there's a lot 
at stake,’ Maggs said. “For Jesse, it’s the mystery 
of her brother, but also finding a place where 
she actually belongs and trying to fit into a 
role. All of those things are still inherently hu- 
man, and | think that’s what makes her a vul- 
nerable character, even if she is all-powerful.” 
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“You get the sense that they’re 
kind of a found family as they work 
through their hive busting and that 


F they’re doing it out of choice.” 


se he Coalition really doesn't get the 
credit it deserves, After taking over the 
i Gears of War franchise from original 
developer Epic Games, the studio put out two 
faithful iterations of the series in Gears of War 
Remastered and Gears of War 4. Sticking close 
to what made Gears of War Xbox's second- 
most-successful series, those two games 
proved that The Coalition understood exactly 
what fans wanted. Now, with the upcoming 
Gears 5, the developer is looking to put its own 
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spin on the series, first and foremost with a 
new mode called Escape. 

Cramming yet another multiplayer mode 
into a game that’s already chock full of them— 
and making it avesome—is a tall order, but 
Escape is poised to become every Gears 
player's favorite new diversion from the trials 
and tribulations of standard Versus. In Escape, 
three players must make their way out of a 
Swarm Hive after infiltrating it and setting off 
a venom bomb. Three new characters—Lahni, 


Keegan, and Mac—join the series’ ever-grow- 
ing cast in Escape and form a group known 
as the Hivebusters, what creative director and 
series co-creator Rod Fergusson described as 
“essentially a Suicide Squad without the bombs 
in their neck” 

“They're all there for personal reasons,” 
Fergusson said.”You get the sense that they're 
kind of a found family as they work through 
their hive busting and that they're doing it out 
of choice, not because they're being forced to.” 


With Gears 5, The Coalition is looking to make 
its own personal mark on the series in a big way. 


While Horde and (to a certain extent) the 
campaigns have always been about holding 
out against incredible odds, Escape ramps 
up the survival elements inherent in Gears 
gameplay. Ammo is scarce, and the Swarm is 
everywhere, Thankfully, each of the characters 
you'll be playing as will have special abilities 
that recharge over time. Mac, for example, 
can pull out an energy shield that will block 
incoming fire, while Keegan can resupply his 
teammates in a pinch. Lahni, the adrenaline 
junkie of the group, has access to an electro- 
blade that can stun and damage enemies, 
making them easy targets. 

Escape will grow and evolve with Gears 5, 
too. The mode is launching with a map 
builder that allows players to piece together 
their own Hives to challenge other players, 
and The Coalition will release new Hives of 
their own as well. There will be eight difficulty 
levels per Hive, each with their own modifiers 
that can, for example, make ammo more 
scarce or give the Swarm regenerating health 
just like the players. Best of all, mastering and 
speedrunning these Hives will get you on 
the leaderboard, giving you bragging rights 
around the world. 

With Gears 5, The Coalition is looking to 
make its own personal mark on the series ina 
big way. Between Escape, Arcade mode, the 
map editor, and general improvements to 
gameplay, Gears 5 is looking to be the most 
exciting entry the franchise has had in a long 
while. 
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f there's one thing you remember about 
2016's Doom, it’s probably the speed. At a 
time when first-person shooters increas- 

ingly tended toward realism and attempts 

to tell serious stories, the granddaddy of 

the genre stuck to its guns. As the nameless 

Doom Slayer, players zipped around arenas at 

superhuman speeds to deal out damage toa 

seemingly endless stream of monsters. Doom 
was a game that knew it was a game. 
Doom Eternal aims to take that self- 


even more intense. That the sequel introduces 
actual floating green 1-ups probably tells you 
all you need to know, but pretty much every 
pickup now looks like it could have been 
ripped from some forgotten arcade classic. 

"We're putting a lot of pressure on the player. 
It’s very frenetic, and the game moves 200 miles 
an hour, which would dictate that the signage 
and everything we're trying to communicate to 
you has to be big and bold Hugo Martin, the 
game's creative director, told us."If'm in a race 
car going around a track that fast, if you have 
something important to tell me, that stuff bet- 
ter be neon and huge” 


awareness up a notch, actively leaning into its 
unrealistic, video-gamey qualities as a means 
to make its predecessor's balletic combat 
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While 2016's Doom featured a multiplayer 
component developed by the external 
studio Splash Damage, the mode didn't 
prove to have much staying power. Now, 
with Doom Eternal, id Software is building 
its multiplayer features in-house. 

“| don't think we owned it with the 
multiplayer component [in the last Doom). 
Itwas alittle bit of this and a little bit of that, 
a little bit of Quake, a little bit of Halo, and 
players saw through that right away,’ said 
Marty Stratton, the game's executive pro- 
ducer. "That combat experience that people 
loved from the campaign wasn't present.” 

By contrast, Doom Eternal's multiplayer 
“Battlemode" will stay true to the campaign 
by allowing one player to embody a“fully 
loaded” Doom Slayer, with all the weapons 
and abilities from the campaign. Two other 
players will control one of a variety of de- 
mons with distinct abilities, including the 
ability to call in Al-controlled allies. 

The shift allows multiplayer to feel more 
of a piece with the rest of the game, but 
creative director Hugo Martin said it also 
helps keep the mode accessible and com- 
petitive. “It’s not twitch skills versus twitch 
skills. It's twitch skills versus | can overcome 
somebody's twitch skills, if they’re better 
than mine, with teamwork and strategy.” 


That increased readability frees up Doom 
Eternal to ask a little more of its players. 

For instance, the “Glory Kill” concept of the 
previous game, which rewarded players with 
health when they activated special finisher 
attacks, has been expanded into other similar 
mechanics, As one example, you can now 
use a shoulder-mounted flamethrower to set 
demons alight, causing them to drop armor 
pickups upon death. 

Traveling between fights will be a more 
involved affair this time around, too. Thanks 
to the added environmental puzzles and ex- 
panded platforming segments, you'll need to. 
double jump, air dash, climb, and punch your 


way to your next objectives. 

“Wt’s all about just keeping the player think- 
ing all the way through, whether they're trying 
to navigate the environment or solve the com- 
bat puzzle,” said Marty Stratton, Doom Eternals 
executive producer. 


If the gameplay is pushing the action over 
the top, the story isn't far behind. id Software 
promises an epic adventure that digs deeper 
into the legend of the Doom Slayer and probes 
previously unexplored corners of the Doom 
universe. 

“We want players to fight unbelievable 
demons with big guns in incredible locations’ 
Stratton said, "We have an Earth that's been 
overrun by demons that youre there to save, 
but we also take you to the Sentinel home- 
world, which was kind of established in Doom 
2016 through more written lore, but now you 
get to experience it. We're taking it to our 
version of Heaven, and many other places that 
Doom is well-known for. | think players from 
the very first minutes of the game to the very 
last minutes of the game will be experiencing 
and seeing things that they never have before.” 

And yes, that means Doom Eternal will actu- 
ally bring you face to face with God—though 


Martin told us that it'll be “open to interpre- 
tation” whether the game's version of the 
Almighty is“the God" or merely “a god” Still, it's 
probably a safe bet that Doom Eternal will be 
heavy on firepower and light on serious theol- 
‘ogy. Who's got time to debate the nature of the 
universe when you've got a rocket launcher and 
amob of angry demons headed your way? © 
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A NEW ERA OF POKEMON TO THE MAX 


BY MOLLIE L PATTERSON 


here's nothing quite like the launch of 

| a new Pokémon game. Ever since the 
original Game Boy games captured the 
hearts and minds of players around the globe, 


every new Pokémon release has been cause for 
celebration. This time, however, there's even 


more cause for excitement. Pokémon Sword 
and Pokémon Shield will mark the first time 

a full, traditional Pokémon game arrives on a 
home console. Of course, because that console 
is the versatile Nintendo Switch, both Pokémon 
Sword and Pokémon Shield will also be fully 


playable on the go, making for a Pokémon 
adventure unlike any we've seen before. 

This time around, young Pokémon trainers 
will adventure in the Galar region. Inspired 
by our own real-life United Kingdom, Galar 
features sprawling landscapes chock-full of 
Pokémon to discover (and catch), with each 
area rendered and explorable in full 3D. In 
a bit of a twist, random encounters won't 
quite be so random, as players will be able 
to spot Pokémon wandering around before 
encountering them. Players who like to live 


@ 


more dangerously, though, will still be able 
to run into battles with unknown Pokémon in 
tall grass. 

Much more important than how players 
catch those Pokémon is which Pokémon 
they'll be catching. For Pokémon Sword and 
Pokémon Shield, developer Game Freak has 
recreated the in-game models from scratch, 
giving players the chance to see their favorite 
Pokémon come to life like never before. 
Because of that big change, not every one 
of the more than 800 Pokémon previously 


, available will be accessible this time around. 

Still, plenty of familiar faces from past games 

will return, along with some new Pokémon 

who are sure to become faves themselves. For 

us, we're already eager to capture Wooloo, 

the fluffy sheep-like Pokémon; Corviknight, 

a tough-looking Flying/Steel-type Pokémon 

/ that looks like a crow wearing a suit of armor; 
the Fairy-type Alcremie who resembles a dol- 

7 lop of frosting topped with strawberries; and 

the adorable Pokémon pupper Yamper. 


We’ve only scratched 
the surface of what 
> awaits fans new and 


old in Pokémon Sword 
and Pokémon Shield. 


“ Every good trainer knows that in order 
to collect Pokémon, you've got to battle 
Pokémon, either out in the wilds or against 
fellow trainers scattered around the world. 
One of the new features that'll be shaking up 
combat is the new Dynamax option. Using an 


as item called the Dynamax Band, players will 
FACT FILE a ‘ 
be able to enlarge their Pokémon once per 
ee UBLISHER NINTENDO, battle to gigantic proportions for three turns. 
THE POKEMON COMPAN These larger Pokémon not only get stronger, 
DEVELOPER GAME FREAK INC. but also gain otherwise unavailable special 
PLATFORMS SWITCH abilities. With some Pokémon you can take th 


RELEASE DATE 11.15.2019 super-sizing further with Gigantamax, which 
completely changes their appearance and 
unlocks a unique G-Max move. 
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Online multiplayer raids might sound like 
an idea not usually associated with the 
Pokémon series, but that’s exactly one of 
the new elements coming to Pokémon 
Sword and Pokémon Shield. 

Scattered throughout the landscape will 
be Dynamaxed Pokémon that don’t return. 
to their normal size after three turns. The 
only way to defeat these special Max Raid 
Battle events is by four Pokémon trainers 
joining together in combat, with one 
trainer given the ability to use Dynamax on 
their own squad. As these battles will be 
far harder than normal encounters, players 
will need to work together with the right 
mix of strategy and skills in order to end 
up victorious. Winning will be especially 
important, as some Pokémon can only be 
caught through the Max Raid Battles. 

Playable with three other players either 
locally or online, or with NPC support train- 
ers if not enough humans are available, 
Max Raid Battles promise to offer a fresh, 
dynamic new twist to Pokémon Sword and 
Pokémon Shield. 


With how much work Nintendo and 


Game Freak are putting into the next era of 
Pokémon, we've only scratched the surface of 
what awaits in Pokémon Sword and Pokémon 
Shield, No matter if it’s at home on a big- 
screen television or on the go in portable 
mode, Switch players everywhere will be toss- 
ing a whole lot of Poké Balls and having an 
endless amount of battles this November. & 
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TO THE WOLVES 


BY MICHAEL GOROFF 


Clancy's Ghost Recon Breakpoint, one 
phrase will constantly come up: “the boots 
of.aspec op” 

“I've been working on Ghost Recon games 
since 2006, and in every game we try to 
increase the feeling of being in the boots of 
a spec op/ executive producer Nouredine 
Abboud told us when we met up with him at 
£3 2019. . 

Wildlands took some major steps forward 
in that regard! dropping players into an open- 
world version of Bolivia where a small squad 
of four Ghosts were tasked with taking down 


| f you talk to the developers on Tom 


an entire drug cartel. This more grounded 
approach definitely upped the feeling of being 
a highly trained operative, but Abboud said 
that they take this realism even further in 
Breakpoint. # 

“With Wildlands, we believe we succeeded 
with the open world," Abboud said, “but the 
feeling of being a Ghost... was alittle bit more 
goofy and a little less dangerous” 

The first place where Ubisoft Paris focused 
its efforts on Breakpoint was in how the Ghosts 
moved and interacted with the new open- 
world map of Auroa, a fictional island in the 
Pacific. Abboud and the rest of the team knew 


that they wanted players to feel like Ghosts 
even while traversing Auroa’s diverse terrain, 
and that meant adding mechanics like stamina 
while walking up or running down hills. It also 
means more survival gameplay like tend- 

ing to injuries and using the environment as 
camouflage. 

“The biggest topic was how to have the 
best map to be able to deliver our survival 
gameplay’ Abboud said. 

Unlike previous Ghost Recon games, how- 
ever, the Ghosts aren't the hunters. This time, 
stranded on Auroa and surrounded by an en- 
emy faction known as the Wolves, the Ghosts 


“Pve been working on Ghost Recon games since 2006, and in every game 
we try to increase the feeling of being in the boots of a spec op.” 


cs) 


EXECUTIVE PRODUCER NOUREDINE ABBOUD 


PUBLISHER UBISOFT 
DEVELOPER UBISOFT PARIS 
ILATFORMS XBOX ONE, PS4, PC 
RELEASE DATE 10.04.2019 


Gamecenter (47) 


When Ubisoft originally revealed Tom 
Clancy's Ghost Recon Breakpoint, Al team- 
mates were nowhere to be found. Instead, 
the developer tried to replace them with 
drones that players could still tell to per- 
form actions like sync shots. 

Predictably, everyone hated this change 
and let Ubisoft know about it. 

But at E3 2019, Ubisoft announced that 
Al teammates were coming to Breakpoint 
with a post-launch update. Yay! The ques- 
tion, however, remained: Why the change 
of heart? 

“The reason we didn't include [Al 
teammates] initially was because the story 
starts with you losing your teammates and 
making you feel like you're alone behind 
enemy lines’’ said executive producer 
Nouredine Abboud. "We're going to bring 
them back in the future because, with 
post-launch content, we want to tell other 
stories” 

Thankfully, if you really want to feel like 
alone wolf behind enemy lines, you'll still 
be able to play without Al teammates after 
they're patched in. It’s a win-win solution. 


are the prey. Trained by former Ghost Cole D. 
Walker (played by The Punisher’s Jon Beren- 
thal), the Wolves are highly dangerous spec 
cops themselves. Even worse for the Ghosts, 
the Wolves have access not only to the same 
drones and tools, but also high-tech military 
weapons stolen from Skell Technology, which 
is headquartered on Auroa. 

From the beginning, the Ghost Recon series 
has always been about how technology 
impacts warfare, and that theme once again 
rears its head in Breakpoint. But, according 
to Abboud, this doesn’t mean Breakpoint is a 
return to the series’ roots, necessarily. 

“We are always trying to tell the best spec 
ops story,’ Abboud said. “There's always a num- 
ber of ingredients [in Ghost Recon games]— 
the heroes, the weaponry, the themes—and 
then we play with the different ingredients. 
With Wildlands, the open world was a novelty, 
In this one, we're focusing on spec ops survival. 
Maybe in the future we'll ‘go back to our roots’ 
more, but it’s always about playing with these 
different ingredients” 
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FIRE EMBLEM: THREE HOUSES 


SCHOOL DAZE 


hough long-running, the Fire Emblem 

series has only recently developed a 

following in the West. Once known 
for its hardcore strategy RPG sensibilities— 
mistakes could lead to the permanent death 
of characters—the more recent installments 
focus more on character development and 
approachability, even offering characters who 
fall in battle a chance at revival. 

The series’ latest, Fire Emblem: Three Houses, 
delivers an even more unexpected twist, 
though traditional grid-based tactical combat 
still plays an important part. Set against the 
backdrop of an elite officers academy, Three 
Houses tasks players with instructing their 
students in both war and life. Games of this ilk 
aren’t unusual in Japan and have even started 
to find an audience in the US. If you've played 


games like Persona 4 or The Legend of Heroes: 
Trails of Cold Steel then you know what to 
expect from the school portion here. 

You play a character recruited to lead 
one of the three titular Houses at the Fédlan 
continent's Garegg Mach monastery. Located 
in something of a no-man’s-land in the middle 
of the three kingdoms, the monastery also 
houses the widely revered Church of Seiros. 
Each House has a leader destined to rule their 


BY MARC CAMRON 


respective kingdom, as well as several other 
recruits. As a professor you must interact with 
each of them, choose their skills, and train 
them with the rest of their squad to make a 
well-balanced fighting unit. 

It’s fun getting to know your students and 
shaping their skills. Among your other duties, 
you'll have to decide how to spend your free 
days. There are many constructive activities to 
pursue, but each one costs precious time, so 


you must choose wisely. | enjoyed going one- 
on-one with my various charges, but some- 
times it’s easier to automate their training and 
get to the next encounter quicker. 

Speaking of which, battles are similar to 
past Fire Emblem games, with a few new twists 
to make things more interesting. While the 
rock-paper-scissors system remains present 
during battles, new Combat Arts can subvert 
that, making you rethink your strategy. 


I found myself caring 
about the characters 
and genuinely wanting 
to see them succeed. 


Players need to exercise caution when 
using Combat Arts, however, as they damage 
your weapons. You'll want to wait to use them 
until you encounter a foe against whom you 
need the extra advantage—or one you can be 
confident will fall before your mighty arts. 
Another new addition is the Divine Pulse, 
which allows you to rewind the action and 
correct mistakes made in the heat of the fight. 
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Again, Divine Pulse is a limited resource, so you 

must carefully choose the right time to use it. 
Altogether, Fire Emblem: Three Houses suc- 

ceeds in delivering a well-rounded, compelling 

strategy RPG. The story provides enough meat 

to draw you in and keep you going, while 

Intelligent Systems has honed the combat 

toa fine edge. | found myself caring about 

the characters and genuinely wanting to see 

them succeed in all aspects of their training. 


Dorothea 


Lappreciate your coaching, Professor. 


It also made me glad the game includes a 
Casual mode, in which fallen characters aren't 
permanently lost. Hardcore Fire Emblem fans 
can still choose Classic mode if they prefer, but 
be forewarned that losing students in battle 
will sting. 

Fire Emblem: Three Houses makes a fine ad- 
dition to the Switch’s ever-growing library and 
is one of the most enjoyable strategy RPGs on 
any system in a long while. G 
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“This year was about 
making superstars” | 
feel like superstars, 
so we tried to 
separate the players 
with animations and 
abilities...” 
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WGC: With Patrick Mahomes on the cover 
of Madden NFL 20, what kinds of changes to 
the quarterback position will he be bring- 
ing with him to the game? 

Michael Young: Patrick was a huge inspiration 
for our whole creative. This year was about 
making superstars feel like superstars, so we 
tried to separate the players with anima- 

tions and abilities to make superstars feel like 
game-changing stars. A lot of the quarterbacks 
now have unique throwing animations. Aaron 
Rodgers is known to be able to throw on the 
run, and he has a very neat throwing style 
where he tiptoes on one foot, We looked at 
things like how Mahomes can throw perfect 
accurate cross-body passes. The Chiefs run a 
ton of plays like that. It’s a skill that only he has 
shown to be amazing at. 


WGC: The new Superstar X-Factors give the 
best players in the game added perks that 
give them the chance to have moments 
where they shine. How many players in the 
game have those perks, and what are a few 
examples of your favorite X-Factors? 

MY: There are 50 X-Factor players, and that list 
will change throughout the year, so somebody 
might play their way onto the list, somebody 
might play their way off. It’s about separating 
players for what they're known for, so it's about 
realism. For example, Tom Brady has the ability 
where, if he’s in the zone, we will highlight the 
first open receiver. In Madden, you're the brain 
of the quarterback, so this is our way of mak- 
ing you feel like Tom Brady. 


WGC: The Run Pass Option is finally making 
its debut in Madden. How did the team 
bring RPO to the game? 

MY: This was a cool year in that we had the 
‘one primary feature for the gameplay team to 
go after [with X-Factors], but there are so many 
people on the team that were so passionate 
about getting RPOs in because they're such a 
staple of the league. So our team built the pro- 
totype using our triple-option technology and 
figured it out. The prototype was compelling 
and fun, and so we just worked to polish it. 


o 


ichael Young started with the Madden 
M team in 2007 as the art director for 

Madden NFL 08. He became creative 
director in 2012 and shortly after began writ- 
ing what would become the WGA-nominated 
“Longshot” story mode. Young spoke with us 
about moving beyond “Longshot” and making 
NFL superstars feel like superstars. 


WGC: “Face of the Franchise - QB1” is replac- 
ing “Longshot” this year, letting players 
take a created character from the College 
Football Championship Game to superstar- 
dom. Why did the team decide to make a 
change in this direction? Are the college 
teams appearing in Madden NFL 20 teasing 
areturn of NCAA Football? 

MY: We noticed that people want to personal- 
ize their experiences. So that was the empha- 
sis: Let players make it feel like it was their 
character, their name, their face, their voice, 
and go through a fantasy. This isn't a tease for 
the return of NCAA Football, but the big thing 
| find is that when you play sports games, you 
love to write your own story of getting there, 
and a big part of that is playing in high school 
and college. We thought it was important 

not to fake that. Maybe we'll expand on this 
experience, but it’s about getting into the NFL 
and writing your backstory instead of being 
told your backstory. 


WGC: Ultimate Team returns this year, add- 
ing new Challenges and Missions. How will 
these new ideas and options improve the 
Ultimate Team experience? 

MY: Ultimate Team previously had a steep 
learning curve, so missions basically give you 
little subquests, where if you want to earn, say, 
that TJ. Watt power-up card, this is the path 

to doit. Missions help people understand all 
the ways they can get what they want because 
it's a very deep mode. When you give players 
more of a crafted experience, it’s just packaged 
ina nice way that makes sense and doesn’t 
overwhelm you. 


WGC: If you could have any one Superstar 
X-Factor to improve your daily life, what 
ability would you want to have, and what 
would you use it for? 


MY: Well, the easiest one is the Patrick Ma- 
homes zone ability to throw the ball 80 yards 
because you can just impress people. You know, 
you get to tailgating, warm up your arm, and 
go for it. That's the only one that's functional in 
my life. 
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